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1. introduction 


Public Domain Role-Playing Game module for optional rules and procedures. 


2. aid in disasters 


Substitute die instead of adding dice in conflicts. 


3. complication 


Compare total roll to chart if player rolls a one. 


# complication damage 
1 Item Damaged Toe 
2 Item Missing Ankle 
3 Delay Foot 
4 Morale Loss Leg 
5 Separation Knee 
6 Ally Missing Finger 
7 Obstacle Hand 
8 New Threat Wrist 
9 New Danger Forearm 
10 Unintended Effect Elbow 
11 Ally In Danger Hip 
12 Damage Ally Rib 
13 Reduce Item Die Size Groin 
14 Break Item Chest 
15 Reduce Trait Die Size Shoulder 
16 Change Goal Neck 
17 Remove Trait Die Nose 
18 Fail Goal Ear 
19 Restrained Eye 
+20 Damage Character Head 


4. default difficulty 


Determine difficulty by the lowest maximum roll 
or level of a character trait or item involved. 


level 1-25 26-50 | 51-75 | 76-100 


roll 1-5 6-10 11-15 16-20 


tier Wicked | Hard | Tricky Easy 


4.1. danger 
Conflict fails if total roll is over the difficulty tier. 


5. multi user link to integrate 


When multiple players control a single entity they 
may offer notches to each other for control. 


6. code of dubious ethics 


Roll to determine a character’s character. 


Good Follower 
Bad Follower 


1 Good Leader | 3 
2 Bad Leader 4 


Bad: Works only for themselves and direct allies. 


Good: Works to help others broadly even without 
a direct benefit. 


Leader: Disregards authorities, institutions, & 
laws which get in the way of their ambition. 


Follower: Abides by authorities, institutions, & 
laws even despite having opposing goals. 


7. restraining 


Forego damage in a conflict to restrain or disarm 
a character instead. Neither character may take 
another action until the hold breaks by conflict or 
restrainer concedes. 


7.1. restraints 


Roll over restraint threshold set by High Roller or 
Player, deal damage equal to failed rolls. 


8. die interpretation engine 


Roll 1d6 to determine die value. 


1 2 3 4 5 6 
d4 | d6 | d8 | d10 | d12 | d20 


9. goal of ambitious limitation 


Create a narrative goal. Gain one notch on the 
goal when progress is made. 


Achieve goal through a final conflict. 
Rolling under notches gained fails. Rolling over 
notches gained succeeds. Rolling equal to 
notches gained resolves goal with a complication. 
Give notches gained to those accomplishing goal. 


10. levels 


Spend notches equal to level to earn! it. Add a 
die corresponding to level to an item or trait. 
Substituted any die for a lower die. 


d4 |21| d8 |41 |d12|61| d4 | 81 | d8 
d6 |22 |d10 | 42 | d20 |62| d6 | 82 |d10 
d8 |23 |d12 |43 | d4 |63| d8 | 83 |d12 
d10 | 24 | d20 | 44 | d6 | 64 | d10 | 84 |d20 
d12|25| d4 |45| d8 |65 |d12| 85 | d4 
d20 | 26 | d6 |46 | d10 | 66 | d20 | 86 | d6 
d4 |27| d8 |47 |d12|67| d4 | 87 | d8 
d6 |28 | d10 | 48 | d20 | 68 | d6 | 88 |d10 
d8 |29 |d12 |49| d4 |69| d8 | 89 |d12 
d10 | 30 | d20 | 50 | d6 | 70 |d10/ 90 |d20 
d12/31) d4 |51| d8 |71 |d12| 91 | d4 
d20 | 32| d6 |52 |d10 | 72 | d20| 92 | d6 
d4 |33| d8 |53 |d12 |73| d4 | 93 | d8 
d6 |34 |d10 | 54 | d20 | 74| d6 | 94 |d10 
d8 |35 |d12 |55| d4 |75| d8 | 95 |d12 
d10 | 36 | d20 | 56 | d6 | 76 |d10| 96 | d20 
d12 |37| d4 |57| d8 |77 |d12| 97 | d4 
d20 | 38 | d6 |58 | d10 | 78 | d20 | 98 | d6 
d4 |39| d8 |59 |d12|79| d4 | 99 |d10 
d6 |40 | d10 | 60 | d20 | 80 | d6 | 100 | d12 
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10.1. epic prowess in character 
Create a signature move for a character. 


Inflict one permanent damage or spend 
notches equal to level of character. Roll 1d100 
under level of character to succeed. Roll fails 
when over level or under damage of the most 
damaged character. Inflict damage to user on fail. 
Dice are 2d10 for damage. 


level 1-25 | 26-50 | 51-75 | 76-100 


notches 5 10 15 20 


' Levels must be earned in sequential order 


11. range rolling 
Roll to determine the threshold within a difficulty. 


easy d4 | d6 | d10 
1 1 1 1/6 
2 2 2 2/7 
3 3 3 3/8 
4 4 4 4/9 
5 5 5/10 
tricky | d4 | d6 | d10 
6 1 1 1/6 
7 2 2 2/7 
8 3 3 3/8 
9 4 4 4/9 
10 5 5/10 
hard d4 | d6 | d10 
11 1 1 1/6 
12 2 2 2/7 
13 3 3 3/8 
14 4 4 4/9 
15 5 5/10 
wicked | d4 | d6 | d10 
16 1 1 1/6 
17 2 2 2/7 
18 3 3 3/8 
19 4 4 4/9 
20 5 5/10 


12. distance 


Threshold to be rolled over to affect things out of 
reach. Projectile rolls must be higher than thresh- 
old to hit. 


description | threshold 
Close 1-5 
Near 6-10 
Far 11-15 
Distant 16-20 


12.1. chase 


High Roller sets a threshold representing current 
distance gap between characters. 


12.2. flee 


Running away is one difficulty tier under violence 
except when cornered. 


12.3. falling 


Conflict against distance to landing. 


13. cover 


Set threshold to roll over for opposition to attack 
target. Those in full cover cannot deal damage. 


description threshold 
Partial 1-5 
Half 6-10 
Broad 11-15 
Full 16-20 


13.1. stealth 


Conflict between hiding and looking characters. 


14. rest 
Reduce one damage per day from rest. 


Optional: Improving a trait only happens when 
resting. 


14.1. exhaustion 


Roll Body each hour after sixteen hours awake. 


14.2. starvation 


Roll Body each day without food. Starving char- 
acters cannot rest. 


14.3. dehydration 


Roll Body each day without water. Dehydrated 
characters cannot rest. 


14.4. asphyxiation 


Roll Body every thirty seconds without air. As- 
phyxiated characters cannot rest. 


14.5. dread 


Increase the notch cost of each re-roll or addi- 
tional die by one after each roll in a conflict. This 
increase may be separate for each player or shared 
among the players. 


Optional: Each increase may be permanent or re- 
set upon a player character death. 


14.6. experience 


Gain notches upon resolving a conflict. 


threshold | 1-5 | 6-10 | 11-15 | 16-20 


notches 1 2 3 4 


15. events 


Write and number twenty events. Lower numbers 
are common events, one being most common. 
Higher numbers are rare events, twenty being 
least common. Put related events near each other. 


Roll 1d20 for event and place token on grid. 


20 | 19 | 18 | 17 | 16 
15 | 14 | 13 | 12 | 11 
10 | 9 8 7 6 
5 4 3 2 


Roll 2d10 for direction to move the token 
one box. Go to opposite side when leaving chart. 


2-5 
6-10 


Down 
Left 


Up 
Right 


11-15 
16-20 


16. inventory 


Carry items equal to maximum roll of Body trait. 
Difficulty threshold equals a character’s total 
items if greater than the High Roller’s threshold. 
This is separate and does not add to damage. 


body | items | body | items 
d4 4 d10 10 
d6 d12 12 
ds 8 d20 20 


16.1. condition 


Reduce item die size by one tier upon rolling min- 
imum. Remove die if size reduces past 1d4. In- 
stead of damage, remove a die of equal value. 


16.1.1. supply 


Abstract multiple items as a single item with a die 
or multiple dice with a total maximum roll of 
twenty or less. Larger die size equals more items. 


Cheap | Reasonable | Expensive | Decadent 
Easy Tricky Hard Wicked 
17. quirks 


Player assigns a character action to gain a notch. 
Spend the notch before gaining another with the 
same action. Notches equally increase difficulty 
threshold, separate from damage and items 


